A GAM0183 Game Programming 


Laboratory 3a 
The aim of this laboratory is to create a minimal game using INFORM 7. As a minimum, the 
game should feature: 


e A prologue 

e 3rooms (hall, bedroom, kitchen) 

e A scoring system 

e The game should end when the maximum score is achieved. 

e One room should be locked at the start. Inside this room, there is an apple. Points 
should be awarded for eating the apple. 

e A clue that eating the apple will be awarded with points should be given in a large 
painting that is scenery in the hall. 

e The key to the locked room is in the drawer of a night stand situated in the bedroom. 


When scoring the game, think of a nasty twist: for example, a points deduction for taking an 
unnecessary thing e.g. wearing a baseball cap found in the bedroom. 


Demonstrate your game solution to the teacher and be sure that a note is made that you 
successfully created a minimal game. 


